Chapter 01: Creating Low-Poly Models
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Chapter 02: Building Materials and Shaders
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Chapter 03: Adding and Creating Textures
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Chapter 04: Adjusting Cameras and Lights
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Chapter 05: Setting up Animation and Rigging
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Chapter 06: Exporting Blender Assets
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Chapter 07: Importing Blender Assets into Godot
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Chapter 08: Adding Sound Assets
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Chapter 09: Designing the Level
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Chapter 11: Creating the User Interface
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Chapter 12: Interacting with the World through Camera and
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Chapter 13: Finishing with Sound and Animation
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Project Settings (project.godot)

Autoload
Path: res://Scripts/EventBus.gd B Node Name: EventBus

Name Path Global Variable
EventBus res://Scripts/EventBus.gd Enable
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Project Settings (project.godot)
General

Q Search  Property: display/window/size/resizable Type: bool v Add Override For... Delete
Environment Tablet Driver winink
Cpu Lightmapper Size

Debug Width 1280
Settings Height 720
Eepe Resizable On
Shapes

E Borde
Compression

Formats

Project Settings (project.godot)
Input Map

Action:
Action Deadzone

ui_cancel 0.5 <
Escape
B Device 0, Button 1 (DualShock Circle, Xbox B, Nintendo A).

ui_focus_next
Tab

ui_focus_prev

Shift+Tab
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Export Template Manager

Current Version: 3.4.4.stable Export tem e missing d them or install from a file.

Download from: Best available mirror H Download and Install

Install from File

Other Installed Versions:
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Embed Pck
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Export All
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